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1, SPECIFICATIONS 

(1) Gams Name 

(2) Control lever 

(3) Button Switch 

(4) PC Board Size 

(5) Monitor 


: SKYKID 

: 2 (8-way; one/lp & one/2p) 

: 1 (Fire Button-Loop Button; one/lp 
: 292 mm x 310 mm one/2p) 

: Horizontal Type 


2. 'CAUTION 

(1) Be sure there are no foreign objection the PC board. 

A u r ? ai f UnCri0ning boar<5 ma Y be caused by dust, foreion 
objects, etc.. Be sure to clean the board regularly. 

(2) Always take the PC -board to your dealer for. reoa^'- 
Do not attempt to make any repairs or testiw^ L h a* 
volt-ohrnmeter or other testing” equipment. 

(3) When transporting the PC board, be sure to oack Kno 
-card with plenty of packing styrofoan, or plastic ail 
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3, PC BOARD 


(1) Option Switch 


The game fee and attrac 
To perform the self-tes 
on Switch" A" No. 1. (pg. 


t sound are operator.-adjustable . (og. 5 ) 
> use toe test switch located 
4-5) * . 


(2) Vo 1 vims 


Adjust the game volume accoraincrly . Do not 
volume dial. 


force the 
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4 . HOW TO PLAY 


(Game Play) 


the 

l&oo 


on the 


nexi 


C3J 


(p. 3) 


o Manipulate Skykid (Red Baron; IP, and Blue Max; 2P) to accomolish the 

t given mission. . 

• (How to Manipulate) 

0 With one ' player, only Red Baron can be manipulated. Taking off from 
air base attack the enemy by using the machine gun (left button) and 
the loop (right button) and also maneuver around the obstacles 
ground while flying forward. 

o hv landing sarelv on the last air base, the plaver can move onto the 
mission. 

left button is for the machine gun. Pushing the button the machine gun 
will fire forward, in the direction of the nose of the plane. 

0 -he right button is for loop the loops, including loosing uo, loooinc down 
this button can be used at the right time so the d 1 aver can looo behind 
* enemy to attack. However, if the bomb is picked ud during the came 
loop the loop button will change to being the bomb button. When 
iavj the bomb loop the loops can not be made. 

0 Use **he three types of loop the loops and skillfully attack the enemvi 
(Gc .. ;sr) 

°If •• the Sky kids (planes) are lost or the last mission is accomolished 
then . 3 game is over. 

(Bonus Points) 

o By picking up the bombs on the way and then destroying the target, bonus 

. poir.us will be awarded aztsr completing the mission. Also the plaver can 
get bonus points if more than a certain number of enemies arid objects on 
the ground are destroyed. 

(Landing) . " • 

• “When the - " LAND HERE” flas’ns on the screen, the air base is nearby so land 

sarelv! If the player passes through or misses a lancind, there will be 
missed points so be carefulli 
(Self-Recovery) 

°In the case of either one player or two players, when Skykid is attacked 
2 ^^ rails , recovery can be made by pushing trie bomb button— loop the looo 
utton quickly while the joystick is pointing upward. However the heighi 
and times the button is pushed will determine if recovery can be made. 

(Tor Two Players) 

«As ror two players, if one plane has fallen and if the other player can hit 
that fallen plane, then that fallen plane can be recovered. 

•As for two players, even when one player gets a miss but still has remain- 
ing planes, that player can not join the game right away. But as the game 


% 


indicator 
Diane can 


goes on, the 
After that a 
again. 

(Continuing Play) 

« After she game is over, if 


will flash* 'IP READY' or 2? READY' 


depart from the appearing air base 


on the screen, 
and join the game 


the fire button has been pushed within 20 seconds 
of pushing the start button, the player can start from the mission stage 
which he left off from in the 


previous game, 


i Please stick the short form of the printed directions on the right hand 
side of the screen. 


Fire in 3 directions! 




Make tactical use 
of the loop the loops! 



Explanation of the screen objects . 






5. ADJUSTMENT 


( 1 ) Self-test 

The self-test should be performed preferably everyday. 

The self-test function can be performed by each test switch 
provided . 


(a) The test switch is located on "Option Switch A" No. 1. 
Turn on the test switch located on the PCboard. 

The self-test automatically starts. Normally the switch 
should be in the "off" position, (page 1) The test switch 
on the cabinet can be used if connected (p6 see PC board 
connections to cabinet). 


(b) The test will take five seconds to perform, the following 
® - © check points will take place, the following test 

mode will appear on the screen. 

(T) ROM Test; If "OK"appears, then 
ROM is normal. 


©RAM 

the 


Test: If "OK" appears, 
RAM is normal. 


then 


0 I 
© — ! 


© 


ROM 

SUB 


SOUND 


BONUS 


ROUND 


OK RAM OK 
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— © 
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nn ir r n 1 i 
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w/ 
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**■ uvvwu - 

2ND 90000 — * 
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- © 


( 3 ) SUB Test; If "OK" appears, the 
Sub CPU is normal. 

©Flip Version; Normally it is turned 
off, if on, screen will turn over(p5) 

©Game Fee Indicator; In this case 
one game for one coin is shown. 

(6) Sound -Test; Push the control lever 
front and back, then the number 
should change and sound should be .. 
heard. Push the control lever right 
and left, or jump button, start 
and coin switch, then sound should 
be heard. 


(7)Number of planes; 3 planes when shipped* 

©When "sound" appears, the attract mode music will be heard. 

(9) Bonus; One plane added for 1st 30000 poi'nts and for over 
90000 points. 


© When 


"walk" appears, everything is normal. 


* Note: © ©@ ® © © are operator-adjustable. See page 5. 


(2) Cross hatch pattern 

During the test mode a cross hatch pattern will appear on 
the screen when the service switch is turned to "on". 
Pushing once more, it will go back to test mode. Use this 
pattern for the monitors adjustment. 
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I* C BOARD CONNECTORS 


. 6 . .. 

J6. 6P Plug Housing 
(Socket Contact) 


l 

Video 

RED 

2 

Video 

GREEN 

3 

Video 

BLUE 

4 

V ideo 

SYNC 

5* 

Video 

GND 

6 



Housing 1-480704-0 

Contact 350889-1 AHP 


J7. 3P Plug Housing 
(Socket Contact) 


1 

+ 1 2 V 1 A 

2 

GND 

3 

+ 5 V • 3 A 


Housing 1-480700-0 

Contact 350889-1 AHP 


J8. 4 4 P Edge Connector (In between E-F) 
225 J -2222 1-4 88 -DDK (3.96oo pitch) 


^PARTS MOUNTED SIDE 

SOLDERED SIDE 

GND 

A 

1 

GND 

r ( + ) 

B 

2 

Speaker ( — ) 

Lockout Solenoid 

C 

3 

Coin Counter 1 

1 1 J Start Lamp 

D 

4 

2 P Start Lamp 

+ 1 2 V 

E 

5 

+ 1 2 V 

+ 5 V 

F 

6 

+ 5 V 

GND 

H 

7 

GND 

Serrice S W 

J 

8 

Test SW 

Coin 1 S W 

K 

9 

Coin 2 S W 

. 1 P Start SW 

L 

10 

2 P Start S W 

1 Bomb button SW 

M 

11 

P 2 Boob button SW 

P 1 left SW 

N 

12 

P 2 Left SW 

P 1 Down S W 

P 

13 

P 2 Down SW 

V l Right SW 

R 

14 

P 2 Right S W 

PI Up S W 

S 

15 

P 2 Up S W 


T 

16 



U 

17 



V 

18 


P 1 Loop S W 

W 

19 

P 2 Loop S W 


X 

20 


PI Coin Counter 2 

Y 

21 

Table GND * 

GND 

Z 

22 

GND 


Nothing should be connected 
at connector part in blank. 

The power supply for the 
lockout solenoid and the coin 
counter is + 12V. 

The power supply for the start 
lamp is ♦5V. 

Connector each switch with 
N.O. terminal. 

Connect GND with C0H terminal 



* TABLE GND 

For the table type the GND 
should be connected. 

V - . • 




tf/Z> 


f«y 


oo 

p- 

vO 

■ 

U-) 


u. Z u. 2 
O O O O 


u. u. Z Z 

o o o o 


u. Z 

o o 


U. Z 

o o 


oo 


u. 
z u. 
o o 

b. 

b. Z 

o o 


'O ALWAYS "OFF” 

^ ALWAYS "OFF" 


uu 

u. Z 


o o 




b. to 
b. z Co Z 

o o o o 


co 


u. u. 

UU Z UU Z 


O O O O 


CO 


Co Co 

b. to Z Z 

o o o o 


PI 


uu u. 

u. u. z Z 


O O O O 


CM 


Co b. 
to z to Z 
O O O O 


£2 




u_ Z 

o o 


PJ 


o 

cj 


< Q 

w o 
:* -j z 

CO < 

Z H 
a. co co 
h o u 
Q z H 


*9 *9 


Q 

z 

=9 

o 

CO 

a 

H Z 
u 39 

< o 

o£ CO 
H 

H O 
- - cs n < z 


w 

•H -rt 

•a -a 

09 0} 
b b 

o o 

— PI 

c c 

-H 

o o 
o o 


•o 

0) 

b 

o 


CO 

c 

•H 

o 

o 


CO 
u 
z 
< 

> 
a 
< 

_J Z _J 

< CO < 

zuz 

CO CO CO 

ouo 

z co z 


o 

cj 


a. 

o 

H 

CO 


z 
co 

CO tO 
CO Z 
U < 
CO CJ 


W *9 ±9 
*9 -H -H 

•h -a -a 
*o a> <y 

o b b 
b o o 

(J — — 
PI 

CO to 
c c c 

•H *H 

o 
o 


o 

o 


— — PI ro 


to to o O 

to Co Z Z o O 
oooo oooo 
o * o ** 
oooo 

*» O' •'OO 

o h o >- to 
pj^piuo C'a£ooa£0 

QtdQUZ CO 



Q 

C0 z > z > 

W CO Q 


H 

3NUNU 

H Cd CO < 


SO 

Z 

2 O U Z 



o o o o o 

O Z t> 0£ 

S3 

Co 

o o o o o 

UHUO 


O 

a o o o o 

H CO Z 



ft ft *i 

C Z 

3: 

ai 

G O O O O 

z o z z 

CO 

CO 

ZnrONN 

M CJ CO CO 


CQ 

CO H H H H 

H CO CO 


z 

H CO CO CO CO 

< H a£ co 

M 

o 

X *H ^ H 

J o cj cj 

Q 

Z 

CO 

a. z to co 


>* 

to 

CO 


o 


< < 

— CO 

> 

PI o > 

— Z w"» 

♦ o ♦ 


o 

z 

CO 


o 


o 

"3 


co 

•H 


H 

co 


at H co 
to 39 < 

W 


Hi O H 

*9 


< SO CO > 

b 

Q 

CO CJ PI > 

(Q 

z 

i O a. - in 

a. 

o 

CO -J — ♦ 


HQ H 

CO CO CO H Z S 

CJ ~ < O Co IS CJ 

*-< hJblOH 

> Z CO CO -1 Q o' 

Q Q£ h 

2uoa.tu1.1a. 

CJ CO CJ - - _ 



pi 


CO 


CO 


H 


z 


3) 

CO 

o 

ac 

CJ 

b M 


3 UU 

z 

M Q 

b a. 

O Z 


CJ CJ 


-. n n 


z 

u u u 

Q to =9 Z Q 
CO CO —1 9- Z 

at cj a to cj 

>>>>> 
H f-« H H H 


" n n *» ip vo 


u 

T3 

CO 

b 
b 
•3 
' — | 
O 

to 


Q 

z 

cj 


NfOrtWI^rsoOPO 


K-ft.>>QHN 
to ZNlflZtfl 
10 CO 39 — ♦ o u z 
< to _J H I-H 


to H 
a- z t- 
tflaa: 

o < 

CJ H 
CO 
z 


O 

u 


— 

2 

3 

4 

5 

6 

7 

8 
9 
0 


pi 

— < 

^ 

^4 ^4 

“* *" *" pi 

pi 

pi 

Q H Z H 

a. 

CO 

Q 

a 

CO 

b. 2 = 

39 

co 

Z 

z 

o 

to O O 


M 

CJ 

o 

i 

— 1 Q l-H 

a. 

LU 



CO 

CO 

pi 


to 



a. a. 


a. 



a. 

pi pi a- 


pi 

ca 


pi 

pi 



< 






H 



<5 


>h a. 

o PI 

o 


